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Skeleton Hell is under attack! It used to be a badass place where skellies, liberated from the 
prisons of their fleshy human bodies and the demands of mortal life, could kick back and shake 
their bony booties all through the eternal night. But some sickass demons have invaded, and 
they’ve vowed to take Skeleton Hell for their own! You are a new arrival to Skeleton Hell and a 
new recruit into the Skeleton Army. With your help, we’ll take back the land so we can once 
more party to rad skeleton jams for all eternity! 


YOU ARE A SKELETON 


You are made up of bones and consciousness. You have no nerves, no muscles, no skin, and 
no organs, and none of their associated strengths or weaknesses. You can be destroyed, but 
you are otherwise immortal; you don’t need to breathe, eat, or sleep (unless you want to) and 
you never get sick. Damage done to you causes your bones to break or fall off, and sufficient 
damage will make it difficult to walk, talk, attack, or move. Lost bones can be retrieved and 
returned to your body, provided they are still in one piece. 


RIGHTEOUS SKELETAL FORCE 


Your bones are held together by Righteous Skeletal Force (RSF), a power unique to 
skeletons. RSF gives skeletons physical strength about equivalent to that of a human, but 
because you only have bones instead of all those heavy muscles and organs and whatnot, you 
can run slightly faster, jump slightly higher, etc, than a human could. 


RSF Points take the place of Fate Points. You can spend one to channel the mighty power of 
RSF, which allows you to do anything spending a Fate Point would normally allow you to do. 


RSF Charges take the place of Compels, and allow you to gain an RSF Point by calling down 
the power of RSF from the sky in the form of a totally gnarly shining beacon to energize you. 
This beacon, however, is very noticeable and will probably attract sickass demons to attack 
you. Additionally, since the power comes from the sky, it can only be used outside, and since it 
requires concentration, it can’t be used if you are broken/incomplete or in the middle of a 
conflict. It also can’t be used to gain more RSF than your current Refresh. 


SKULLS SKILLS 


You will create your skeleton by selecting six of the following skills. You'll get one skill at Good 
(+3), two skills at Fair (+2), and the remaining three at Average (+1). The ten skills are as 


follows: 


Athletics (ATH): Makin’ them bones move. 
Running, jumping, doing sick gymnastic 
flips, and the like. 


Calcium (CAL): The pure tensile strength of 
your bones. How much of a beating they 
can take before breaking. 


Influence (INF): Your ability to use your 
words to make others do what you want. 
Flattery, intimidation, skeduction, etc. 


Knowledge (KNW): Booksmart intelligence. 
In Skeleton Hell, that’s mostly limited to 
osteology and (recently) demonology, but 
hey, those are probably good things to 
know, considering. 


Melee (MEL): Knuckle sandwiches, sword 
swings, and karate kicks. Bringing pain to 
nearby things. 


Observe (OBS): Gaining knowledge from 
your environment or surroundings. What do 
your skeleton eyes see? 


Ranged (RNG): See “Melee”, but for 
bringing pain to things that aren’t so close to 
you. 


Ride (RDE): How well you are able to pilot a 
demonic horse, a satanic motorcycle, or a 
rad skateboard. 


Sneak (SNK): Getting around unseen, 
unheard, and undisturbed. 


Will (WIL): The strength of your skeleton 
mind, your courage, your inability to be 
swayed 


SKELEMENTAL ALIGNMENT 


You begin the adventure with a Skelemental Alignment of your choosing. It will confer you an 
additional stunt to reflect your particular aptitude at one branch of the Skeletal Arts. The six 
Skelemental Alignments, and their associated stunts, are: 


FIRE ICE 
Your burning attacks shoot out crazy jets of Your brutally cold attacks chill enemies to the 
flame. If you succeed with a fire-based attack, bone. Each combat round, you can put a Chilled 
you can attack one additional enemy with a +1 status on an enemy that may make them skip 
Burn attack. their turn. 


LIGHTNING PLAGUE 
The electricity crackling through your bones Just being near you makes those sickass 


makes you wicked fast. You get +1 to Initiative demons physically weak. They get -1 to all 
rolls, +1 when zapping a sickass flying demon, physical rolls that involve being near your body. 
and you can move an extra zone each turn in 

conflict. 


METAL VOODOO 
Your shiny chrome bones can take a beating and | Your funky attunement with RSF lets you detach 
make you hit extra hard. +1 to all Calcium rolls, a portion of your body and control it remotely to 
and to unarmed Melee rolls. make it float around (range of one zone). 


After choosing your Skelemental Alignment, you may then create a second stunt to reflect 
additional, personalized Skelemental talent. 


Completing a session will allow you to upgrade your Skelemental stunt: 


FIRE Il: Your additional attack increases to ICE Il: You roll active opposition against 

+2 Burn. enemies attempting to escape from being 
FIRE Ill: You get two Burns for each Chilled. 

successful attack. ICE Ill: You can Chill an additional enemy each 


combat round. 
LIGHTNING II: +2 when attacking sickass PLAGUE II: Non-physical rolls also get -1 if the 


flying demons. opponent is close to your body. 
LIGHTNING III: You may skip your Initiative PLAGUE III: Opponents must roll +2 overcome 
roll and instead choose to take your turn to even get close to you. 


right before the first enemy attacks. 


METAL Il: Spend an RSF point to redirect VOODOO II: You can detach multiple parts of 
an attack at an ally to yourself and defend your body at once, but then have to take a turn 
with an extra +1 to reattach them. 

METAL Ill: Success with style on a defense VOODOO III: You can detach, reattach, and 
will increase your unarmed Melee rolls by reform your entire body at will. 


an additional +1 for the rest of the conflict. 


SKEVOLUTION 


All skeletons also start with the stunt Skevolution: 


You can decrease your Refresh by 1 to take a body part from a sickass demon you 
defeat, use the power of RSF to turn it into bones, and add it to your body. You may then 
create a stunt that represents your new improvements. 


Steal legs to become faster, steal an arm to carry an extra sword, steal wings to fly, and so forth. 
Once you Skevolve three times, that’s the most bones your personal RSF can support. If you 
want more modifications, you'll have to give up one of your current ones, along with its 
associated stunt. 


SKELEFUSION 


Skelefusion allows two party members to fuse their bones into one bigger, tougher, radder 
skelly. Their stats will be combined, and any that they share will increase by +1. They will 
gain access to up to six modifications (and the related stunts), but their RSF will be that of 
whoever’s was lower before the fusion. Additionally, time that the two PCs spend arguing with 
each other over what to do will now count as their turn in conflicts. 


CRUNCHY BITS FOR GMs 


e Skeletons only have one stress track. This is a combat-oriented campaign, and mental 
damage isn’t as important as physical damage done to bones and bodies. You can give 
sickass demons mental stress if you want, but it’s probably not necessary. 

e Asa baseline for consequences, minor consequences represent bones falling off or 
temporarily becoming useless. Moderate consequences represent bones flying off and 
needing to be retrieved, or cracking but still being usable. Severe consequences are 
bones breaking or being destroyed. 

e Your PCs aspects aren't crazy important in this campaign. Because RSF takes the 
place of invokes / compels, the economy is freed from needing to rely on aspects. Feel 
free, however, to offer compels nonetheless based on injuries or general skeletal 
difficulties. 

e Handle healing however you want, narratively. Make milk have the same effect as 
potions, duct tape bones back together, re-configure your personal RSF so that you 
don’t need that bone anyway, or just have the Voodoo player do it. It also might be 
prudent to make it very difficult to heal at all. 

e AnRSF Call will trigger an Easy encounter as a default. They just got the RSF point, no 
need to give them an encounter so difficult they have to spend it right away. However, 
feel free to raise that difficulty if your PCs are hoarding RSF Points. 

e RSF in this campaign represents your spare or extra skeletal energy. If a PC has taken 
three Skevolutions, their Refresh will be zero because all of their concentration is spent 
just keeping themselves together. 

e When a player wants to Skevolve, allow them to describe how they wish to incorporate 
the demon part into their body, and give them +1 to the appropriate Skill. For a 
particularly well-thought-out or powerful Skevolution, you may add an additional +1 at 
your discretion. 

e To get the most out of Skelefusion, the two fusing PCs will want to have both Skevolved 
at least one time each before fusing. Otherwise, the Refresh decrease will prevent them 
from having access to more than the default three Skevolutions. 

e For enemy NPC generation, you can use this document for inspiration. 


The Skelemental stunts, in game terminology: 


Fire: When you succeed on an attack that is narratively fire-based, you may attack another 
additional enemy with a +1 roll. 

Fire Il: When you succeed on an attack that is narratively fire-based, you may attack another 
additional enemy with a +2 roll. 

Fire Ill: When you succeed on an attack that is narratively fire-based, you may make two 
additional +2 attack rolls on one or more other enemies. 


Ice: During your turn in conflict, before you attack, you may roll a Chill effect on one enemy with 
whatever skill seems pertinent. The enemy must roll the same number or higher to overcome 
the Chill. 

Ice Il: During your turn in conflict, before you attack, you may attach the Chill effect to one 
enemy. The enemy must overcome the Chill to attack, rolling against whatever PC skill 
seems pertinent. 

Ice Ill: During your turn in conflict, before you attack, you may attach the Chill effect to up to two 
enemies. The enemies must overcome the Chill to attack, rolling against whatever PC skill 
seems pertinent. 


Lightning: You get +1 to rolls for Initiative, +1 to attack rolls against enemies not touching the 
ground, and can move two zones before attacking each combat round. 

Lightning II: You get +1 to rolls for Initiative, +2 to attack rolls against enemies not touching the 
ground, and can move two zones before attacking each combat round. 

Lightning III: You get +2 to attack rolls against enemies not touching the ground, and can move 
two zones before attacking each combat round. You can also skip an Initiative roll to take 
your turn before the first enemy in the turn order. 


Plague: Enemies get -1 when attempting any physical action within five feet of the PC. 

Plague II: Enemies get -1 when attempting any action within five feet of the PC. 

Plague Ill: Enemies must overcome passive +2 with Body to get within five feet of the PC. 
Enemies get -1 when attempting any action within five feet of the PC. 


Metal: You get +1 to all relevant Calcium rolls, and +1 to attack rolls made with a body part. 

Metal II: You get +1 to all relevant Calcium rolls, and +1 to attack rolls made with a body part. 
You may spend an RSF point to redirect an attack against an ally to yourself and add +1 to 
your defense against it. 

Metal III: You get +1 to all relevant Calcium rolls, and +1 to Melee attack rolls made with a body 
part. You may spend an RSF point to redirect an attack against an ally to yourself and add +1 
to your defense against it. When you succeed with style on a defense roll, for the rest of the 
conflict, you get an additional +1 to Melee attacks made with a body part. 


Voodoo I-III: These are mainly narrative stunts that don’t carry a lot of mechanical weight. For 
Voodoo Il, the player can still detach one body part at a time without the need to spend a turn 
reattaching. For Voodoo III, spending a turn is no longer required to reattach, and range 
increases to two zones. 


